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It's funny how much has changed since the early days of Halo* 's inception. Robert McLees 

and | were the first two artists working on toylike soldiers boasting simplified modern military 
equipment, before the vision of what Halo was expanded into what Halo is today. We were a small, 
independent studio with just a handful of artists and programmers poking around in the dark, 
trying to find that special something that would ultimately become the foundation of a massive 
fictional universe. 


l'm proud of what we created in the first two Halo games; they were works of art that squeezed 

every bit of power out of the original Xbox* platform. Closing our epic trilogy on a new platform 
changed the scale of development. It raised the bar not only in what we could achieve in-game, 
but also on the work that achievement requires. 


There's no doubt that for a game to be successful in today's competitive market, it has to be 
visually stunning. It has always been our philosophy that our game's visuals need to complement 
the gameplay—to never detract from it. The artists here at Bungie understand that balance, 
embrace that ideal, and build immediately recognizable, iconic art. 

Halo* 3 required some of the world's best talent in content creation, from concept art to 3D 
models, from hi-res textures to HDR lighting. As the scale and scope of Halo 3 grew, so did the 
studio's size. 

As you thumb through the pages of this book, keep in mind that what you're looking at is the top 
layer, the tip of the sword. In addition to the ever-growing team of artists focused on improving 
the game's visuals, programmers and designers constantly tweaking the game's feel, sound 
engineers and composers dialing in aural flavor, writers and actors bringing our universe's 
characters to life, Halo 3, like all of Bungie's games, is the product of self-sacrifice and a teamwide 
desire to push elements of our game just a little bit further than we thought possible. 


Our commitment to making world class games remains steadfast. We will continue to make games 
that play wonderfully, resound in your ears, and tantalize your eyes. 
Of course we wouldn't be here today without the dedicated support of the fan community. Thank 


you for your devotion to Bungie and for continuously inspiring us to push further with each game. 
l'd like to extend my personal thanks to the brilliant team of artists at Bungie who make books like 


this possible, and to the rest of the team at Bungie who makes the games they want to make and 
the games you want to play. 


Halo 3is a fantastic chapter in Bungie's ongoing story. 


We can't wait to show you where we're going next. 


MARCUS LEHTO 
Art Director, Bungie 
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The Master Chief, in battle-damaged MJOLNIR Mark 
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series armor, became an icon for the Halo franchise 
frontman for the band of monks playing the Halo themi 
But Halo has never just been about the Chief. There is a 
diverse cast of characters with various color schemes. 


heights, weapon load-outs and armor arrangements all 
purposefully designed to let the player know what they 
are about to jump into feet first. 
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Enemies in Halo 3 are differentiated artistically a 
number of ways, from their silhouettes and stature 
at distance, to their color schemes and movement 

patterns. Grunts, Jackals, 

all wildly different; but-boun 
elements within the Covenant aesthetic. The 
are the grisly, mutated silhouettes of the fallen, si 
human, some Elite, some Brute - all still recognizable ) 
beneath the visible taint of the parasite's corruption. 1 
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Chief's MJOLNIR 
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From the "sounds awesome on paper, not 
idea 


50 much in actual application" file comes the 
of unique armor permutations. Why? Because a unique permutation isn't unique if 
everyone has it. Complex color 


Schemes had to go, too. A mix and match permutation 
plan seemed eminently doable, though. The Mk V (page 4) 
if only in helmet form (above) 


even made it into the mix— 


From the “sounds awesome on paper, not so much in actual application" file comes the 
idea of unique armor permutations. Why? Because a unique permutation isn't unique if 
everyone has it. Complex color schemes had to go, too. A mix and match permutation 
plan seemed eminently doable, though. The Mk V (page 4) even made it into the mix— 


if only in helmet form (above) 
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The design of the Brutes and their gear 


: was meant to evoke feelings of primal fear, 
Ironically, some of the designs for Brute armor are 


overwhelming strength, and naked aggression 
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reminiscent of the Spartans of ancient Greece. 
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| Each of the factions—the Humans, the Flood, the 

| Forerunners, and the Covenant. —have their own 
distinct look and feel. For the Brutes, this look 

| emphasizes intimidating mass and overwhelming 

| physical power. 
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use the Flood uses its victims for foot soldiers, the trick was 


to keep them recognizable h while changing their silhouette 
ah. The Pure Forms removed that limitation—the only 
constraint that we had to keep in mind was that the Flood 


he DNA of its victims in the same manner that we alter the 


DNA of cows or bean sprouts. By digesting them 


Flood Transport concept 


u 
The Guardian evokes memories of Compilers 
{from one of Bungie's previous games, 
Marathon) and the robes of a High Court 
Judge — which is fitting because, as anyone 
who has encountered them can tell you, 
their judgments are swift and final, and 
their logic utterly alien. 


| 6 

| 

| Basically filling the role of mobile, full-service construction operations, these Petronas 

| Towers-sized sentinels extract raw materials from the source, processes them in transit 
| and deposits building materials at the work site. The work site being a Halo. 
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Sometimes hoofing it just isn't going to 0 done 
me ““ boot bottom treads wear thin in Halo, there's 1 
aim % of vehicles — both human and Covenant, each boasting 
ж” 
But, vehicles in Halo aren't simply а means of tra Spo и 


ап alternate tool of destruction to unleash against our fo 


the vehicle itself a character. Whether it’s the Warthog’s hard-to اس‎ = 
tame tailspins and instantly recognizable silhouette, or the دپ‎ 4 42 es 
purple shell of a Wraith patrolling in the distance, dotting the sky | ; ^ 5 

with plasma mortars, these vehicles become much more than a ^ -7 سس‎ に 

method of navigating from ре ресе. ات ارد‎ Ч 
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Case in point: Halo 3 5 Scarab. The Halo 3 version of the Scarab, — | ميا‎ 1 

was а fully functional Al, as opposed to its Halo 2 р VE ۹ 

which moved on a fixed path when players encountered 4 

aesthetic overhaul - which i da esh coa 3 
Scarab - further reinforces the player's underst; i 

not Halo 2's Scarab. And the payoff when pla 
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Some things sound better on paper than when the 
put into actual application. And despite valia 
misguided efforts to get them to work, sometimes 
killing an idea quickly is the best possibl wit 


the tail gunner position on the Hornet has 
drawbacks associated with the WWII era B-1 
turret, but none of its amazing safety features 
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Yes. The UNSC has a wet Navy, too. And in 
keeping with the design philosophy evident in 
their land, air, and space vehicles this aircraft 
carrier is truly, mind-bogglingly gigantic. 
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The Pelican is huge 


іш 
Тһе F99 Wombat is quite possibly the sweetest carrier 
based unmanned combat air vehicle that you'll never see. 
Alright, it's not really called the F39 Wombat, but it really 
would be a crying shame if nobody ever got to see it 


HOLO RB TO AIDE 04) 


rwn 
Depicted here is the M313 ELEPHANT HRV. Has it been 
mentioned yet how absolutely, astoundingly large the 
military vehicles in Halo are? This one is larger than most. 
neighborhood supermarkets. And until VR takes off and 
allows for a field of view approximating normal eyesight, 
all games played from first person will suffer from this 
disconnect between perception and reality. 
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Cutaways and interior views of 
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like when they come apart. 
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There is no subtlety to the Brutes. They are 
the embodiment of physical aggression taken to 
its logical conclusion. The shapes are hulking, 
the colors are harsh, and everything associated 
with them looks unsafe at best—but mostly it 
looks categorically dangerous to be around 
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that takes р! ‘tween the level designe N 
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characters, players see the world over the barrel of a 
gun in First Person Shooters. These weapons demand 
character; they become the primary representation of the 
player; they are the bullet-spitting compass rose pointing 
Different weapons ebb and flow in our games like the tide: 
Halo 1's Assault Rifle became Halo 2's dual-wielded SMGs 
and Halo 3 ushers in the Assault. Rifle's retooled return. 
New toys populate the sandbox. supporting the player's 
efforts. Equipment. each piece with unique appearances іп 
the player's HUD and once deployed. becomes the sidecar 
оп this gun-toting motorcycle: The Hero. The Player: 
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The assault rifle is arguably the most recognizable 
weapon from Halo's arsenal, making it extremely difficult 

d visually update with each new release in the series. The 
fact that the entire series takes place over the course of 8 


few months doesn't help matters much, either 
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| With the increase in power afforded by the switch from the original Xbox 


platform to the Xbox 360, artists were given the freedom to explore 
| higher levels of detail with many of the objects in the universe. 


Something so intimately tied to the Brutes and their 
culture as their weapons needed to reflect their souls 
distilled to its purest form. And that. means unrestrained 
aggression and inherently dangerous shapes 
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The "Excavator" was first designed in 1999 as a piece of UNSC equipmer 
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1 26 » Brute sandbox 
Mauler," and given а make-over cementing its place in the Brut 
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Each piece of equipment has 15 use and their 
individual designs reflect ther purely offensive or 
wholly defensive nature. Tus $ often achieved by 
shamng a color between an item's active and inactive 
States or dy employing shapes that infer functions 
earned in the game. 
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Ambling hills beg to be driven on; their rises and 
lift vehicle wheels from the terra firma. Massi 
exaggeratedly reaching toward the heavens - 
hyperbolic elements inspires awe at nature's 
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Familiar flora in the foreground juxtaposed with the alie 
foreign structures in our skies is a theme thro : 
our environments. Bluish skies and green rolling hills of 
grass evoke a place that is strangely familiar, despite 
„the ominous ring - the ground bending skyward far into 
‘the distance beneath the player's feet - forming the 
horizon. An angular structure, slate and sharp, peeks 
Out of a glacial wall; the small entrance is a gateway into 
ап ancient catacomb that demands exploration. A stark, 
angular edifice is inserted into nature's soft, rolling hills, 
the very hybrid of nature and technology on display. 


til Shapes, spatial volumes and color palette are purposefully 
= 1-4 distinct: Forerunner structures ӛге gray, metallic, angular 
جي‎ and impossibly massive; Covenant materials are sinuous, 
a ч largely purple, iridescent and liberal іп the use of Curves; 
human environments are functional, utilitarian, use earthy 
tones, reduced scale and angles that nod slightly to 
Something more alien. 
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The destruction wrought by the Covenant dunng their 
invasion of Earth is seen time and time again during the 
player's progression along the Tsavo Highway 
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@ Crashed Landing 
The Flood consumes whatever 
it can - these marines are 
attempting to hold out in Vor, 
while the Chief curiously looks 
on in the background 
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Forerunner structures in general and the Halos specifically 


are tasked with representing truly incredible vistas. Some of 
this 88 achieved in the levels themselves—structures that 
Seem more sculptural than functional, But they do the most 
heavy lifting in the skybox where the massive scale of the 
mega-structures are revealed 
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@ Strip Mining the Moon 
This early concept for the crater side of Citadel (е mission named “Тһе Covenant!) shows 
the resource moon هه‎ Бу Forerunner vessels fitted with ехсауарол beams. It is 
another example of Work that deepens the fiction behind the game It'S never explained 
game where the raw materials to buıld a Halo installation originate, but preces of art hike 
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Halo: Combat Evolved - which can be briefly 
as: land on an alien ring, fight aliens, encounter new 
foes and blow the whole thing apart - begot far more 
than we could've anticipated. The sequels were cross- 
galactic jaunts with the fate of humanity hanging from 
the wispy contrails of a sniper round. From this universe 
side stories emerged, character arcs were deepened and 
expanded through novelizations and sequential art - new 
characters were introduced, iconic characters were 
molded into action figures, painted onto canvas and new 
tales were'told. The game universe we created expanded 
into something much more; it became a beast that 
required more than just a game to keep its belly full 
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(Ч 
This “Halo as cultural phenomena" thing has seen a dizzying аг 
1 ray of со 
| merchandise produced. From T-shirts to digital media players Ч с00| 
and game 


| systems to key chains—there is no shortage of choices on how to | 
world know where your loyalties lie to let the 
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mile in preproduction for Halo 3, Bungie artists took time 10 create some new art to support the relie effort that emerged in Hurricane Katrina's wake 


ampaign ал by Lorraine and Robert McLees (above). Snippet of art by Eddie Smith from the auctioned artists’ jamboard (right) 


И 
1: Master Chief and Cortana 1: Arbiter and Combat Elite 
Capture animation concept - Bill O'Brien Character study - Isaac Hannaford F Cover - Isaac Hannaford Май” modais and inaj in-game models - Ray Nattam 
2: Drone Capture 2: ODST concept = high res. Raj 
Capture animation study - Bill O'Brien Character concepts - Isaac Hannaford 
helmet 


Sangheili 

Model sheet - isaac Hannaford 

3: Sangheili armor permutations 
Armor studies and model sheets - Isaac Hannaford 


Pages 16-17 
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ls 
hia eens armor permutations 


1: Spartan, Mjolnir Mk V redux 
Concept - Isaac Hannaford 


8: Mester Chiot ^ 
ts variations concept - Isaac Hannaford 


| 


1: Flood Pure Form / Stalker 
Character studies - Shi Kai Wang 


1: UNSC Pelican 1: “Secret Ваза” ~ Crow's Nest 


Model sheet, study and hangar bay concept painting - Isaac Hannaford Environment and vehıcie concept - Hannaford 
2: UNSC Carrier-based UCAV 2: Pelican = те 
Aircraft concept - Isaac Наппаюга Mood and هخه‎ study - Frank Capezzuto 
3: Hornet / Gunship 
Early concept painting - Isaac Hannaford 


Pages 40-41 


1 
! Civilian ëtt Vehicles 2: Banshee 
тапк 
Capezzuto Data study - vs Brady “Мәмізгей 


в, Беті. SE Ргочйег Hannaford 
"ui H rute - Isaac 
Dr Civilian сор!” Isaac Hannaford 2 ее concept sketches and study 


an construction vehicles 
4: Brute 
A ac “Behemoth” занш 
concept ~ isaac Hannaford 


concept - Isaac Hannaford 
шим etus mal and سو‎ eode. Rye рэн 
2: Defoliant Projector (Flamethrower) 
initial silhouette study and final models - Tom Doyle 
3: UNSC Infantry ordnance 


1: Missile Pod 


2 Weapon studies - Isaac Hannaford, Tom Doyle 


Silhouette study and final models - Tom Doyle, Robt Mel ae 
3; UNSC 8 (various) эж 
E Silhouette studios - Isaac Hannaford, Tom Doyle 

Weapon study ~ Isaac Hannaford 
5: UNSC Marine 

Character sketch - Eddie Smith 


1: Brute Chieftain 
Character study - Isaac Hannaford 
В: Gravity Hammer = 
Weapon design - Isaac Hannaford Emaronment E Hannaford 
2: Equipment (various) ттм 
Equipment design - [saac Hannaford 


Pages 64-65 
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1ı The Dam AAA Ir HE study - haac Hannaford 
Study - Isaac Hannaford а nu Han ويي‎ aac Hannaford 
3: Cavern 


- Isaac Hannaford - 
Crow's Mee Control Room (ака "Secret Base 
а: Gre nt study - Isaac Hannaford 


1: Flood in Voi 
- Isaac Hannaford Defining visual - Isaac Hannaford 


Environment concept 
Б: The Storm Mission Guide 
Mission guide - Paul Bertone 


B: Sphincter Door 
Defining visual — Frank 

6: Cortana level, Reactor 
Defining visual - Isaac Hannaford 


Pages 118-119 


1! 
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visual pagg round Level‏ سو 


е 1: Master Chief Б: Halo 3 Special Edition 
Apparel illustration concept - Ashley Wood Xbox 360 
ннен алсын للا‎ Е 2: Halo 3 Special Edition Zune Product deco - Aaron LeMay 
! Packaging design and product deco — Б: Halo 3 Beta Tester T-shirt 
Aaron Design and illustration - Dave Candland 
3: Apparel and Keychains 7: "Save Cortana" T-shirt 
/Bowe Industries for TGS 
4 меласа Graphics Design - Dave Candland 


Pages 130-131 


Pages 138-137 


ч Master 


Mons oy ae for Best Buy 


: Halo: Uprising (Marvel) 
p osition - ” Cover illustration - Alex ۷ 
Original Sketches 


Pages 144-145 


1: Halo 3 Manual Cover 


Concept illustrations - Isaac Hannaford 
2: Halo 3 box art 


Final render - Concept Arts 


1: Halo З announce magazine 
cover (OXM) 
Mustration - Isaac Hannaford 

2: Halo З feature cover (ЕСМ) 
Mustration - Isaac Hannaford and 
Lorraine McLees 

3: Promotional art 
Concept sketches - Ashley Wood 


4: Halo З MP Be review 
feature cover {Edge Ma, azi 
Illustration ~ Isaac Hannalord. oe! 

Б: Halo 3 magazine с 
Concept - Isaac Hannaford 

Б: Halo 3 Magazine cdver (OXM) 
Illustration - Dorje Bellbrook _ 


151 
Pages 146-147 Pages 150- 


4: Arbiter and Chief poster insert 


Illustration - Ashley Wood 
2: Halo 3 Manual Covers 


Illustration - Isaac Hannaford 
3: Halo 3 Manual Covers 
Sketches and studies — Isaac Hannaford 


1: Halo 3 magazine covers 
Concept sketches - Isaac Hannaford 

2: Halo 3 magazine back cover (| 
Illustration -Isaac Hannaford 


Edge Magazine) 


While this is an art book, the work herein is 
of artists here at Bungie, but also reflects th 
universes and our characters 


not just reflective of the infinitely talented team 
е collective effort of the studio. Our games, our 
аге a collaborative effort through and through. 


. As always, we'd like to thank our amazing fans, whose continued, 
dedicated Support serves as the Spurs in our hindquarters - you speed us along 


ол our quest for World Domination, 


Special thanks to Jam 


es McQuillan for his invaluable support 
and to Kris Ham; 


per for additional design and layout. 
And lastly, a special thanks to Еа 


gan and William who have had to endure the absence of 
mommy for many an evenii 


ng, only to see her rush out the door in the morning. 


exuitations and 


f pumping quarters 
at the ArtCenter in 
Marathon - п 


ry. Interests include 
3 texting while driving 


s, Halo, Halo 2, Halo 3 


Bungie after emerging from the great Ohio 


e 


1997. Since art helming Halo, Halo 2, and Halo 3 he 


ous spare time by transforming his family 
love for 
rk, Eddie has an intense intere ql 


lis profile is short be 
writer/filnmaker himself. His profile is 
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Born 
Projects 
Title: 
Profile 


Name 
Born: 
Projects: 


Title 
Profile: 


3: CONTRIBUTING АНТ! 
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ТНЕ ART OF HALO 


Lorraine McLees 
Manila, Philippines 

Oni, Myth: The Total Codex, Fuzion Frenzy 2, b.net 
Halo Graphic Novel, Halo, Halo 2, Halo 3 


Pixelsmith 


Lorraine started at Bungie 


сізге) "ап Ar inter a rha " | 1 

Since been ап art director, а characte 3D artist, product manager ana 
llustrat interest in enienne Firt n ! Ї > H 
illustrator. Her interest in science fiction/far militaria, mecha, anime, COMICS 
and rr а often conkises her + | 1 

and manga often confuses her fellow co-workers into calling her “dude 


Luke Smith 


Riven, Myth, Myth 2, Chimera, Septerra Core 
Oni, Halo, Halo 2. Halo 3 


۱, Bungie was purchased by Microsoft and he moved his family to the great 
ton. Prior to working on music and audio for games he wrote and 
produced jingles for TV and radio. “Теп million strong and growing" seems to be 
the one most people remember. He's been married to an amazing and beautiful 
woman, Marcie, for more than 30 years and has two great daughters. His father, 
Bob, has been a voice in just about every game Marty's worked on. 


Paul Bertone Jr 

Bellingham, MA 

Myth: Chimera, Halo, Halo 2, Halo 3, Halo 3: Recon 
Design Director 

paratrooper — civil engineer — game design... 
totally logical career path. : ) 


Paul Russel 

Big Chicago, Illinois USA 

Myth 2 (testing), Halo Graphic Novel, Halo, Halo 2, 
Halo 2 DLC, Halo 3, Halo 3 DLC 

President of the United States of America 

Sunken eyes, large nose, pronounced brow, slight 


lower jaw, flabby chin. 


Name 
Born 
Project 
Title 
Profile 


Name 
Born 


Projects 


Title 
Profile 


Name 
Born 


Projects: 


Title: 
Profile: 


Name: 
Born: 


Projects: 


Title: 
Profile: 


Name: 
Born: 


Projects: Halo 2, Halo 2 DLC, Halo 3, Halo 3 DLC, Halo Graphic Novel 


Title: 
Profile: 


Name: 
Born: 


Projects: SWATS, Half-Life 2, Halo 2, Halo 3, Halo 3: Recon 


Title: 
Profile: 


Raj Nattam 


Hyderabad India 


Makin’ with the mon tot 


Senior Character Artist 


i'm not a vegetarian becau 


үт a vegetarian because | hate 


Robt McLees 

Hammond, Indiana, USA 

Marathon 2, Marathon: Infinity Myth 
Myth 2, Oni, Halo Graphic Novel, Halo 
n't it? 


yeesh... It just goes on and on, does 


Vivisectionist 
| started off at Bungie drawing rocks and dirt. Now | write about tharr 


=, 
2 Р ) 
а ar 


Shi Kai (Shiek) Wang 


Taipei 
Delicious subway gutterwiches, Esoteria, Oni, Myth 2 


Halo, Halo 2, Halo 3, and the hush-hush project 

Tom Foolery Expert aka 3D Art Lead 

Started in 98 as a concept artist, then moved on to being 
lead for halo, Halo 2, and Halo 3. Prefers the real ramen to the instant 
beggars can't be choosers right? You want Bungie Spice? Come get 


Steve Cotton 

Again (not really) 

Rainbow Six: Rogue Spear, Amped, Amped 2, 
Halo 2, Halo 3, and Kitchen Remodel 

Mission Architect 

| like chocolate. 
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Tom Doyle 
Detroit, MI 


Senior 3D Artist 

TehDoyle is a practitioner of Ansatsuken, which incorporates the 
most violent techniques from a blend of four styles, alongside a 
mysterious sure-killing technique called Shun Goku Satsu. 


Travis Brady 
Yes 


Senior 3D Artist and Time Traveler 
| do drawings and dabble in time travel. 


Since this has not been reprinted or shared publicly, 
here's the best we can give for the time being. 
Thanks for reading, 


-Baconshelf 
-Vien 'Quitonm 


